PalmPak® 
Ssega® 
Classics 
User Guide 


With SEGA Classics, you'll 
enjoy a blast from the past 
with games that are just as 
fun the second time 
around! For a full catalog 
of SEGA Classics games 
for Palm devices and 
customer support 
resources, see: 


http://www.palm.com/sega. 


SUPER COLUMNS: 


@ Object 

Arrange the descending columns in such a way that three or more 
gems of the same color are lined up horizontally, vertically, or 
diagonally. When you get a match, the gems disappear, helping you to 
keep the screen from filling up. When the gems reach the top of the 
Screen, the game will end. You score points by eliminating gems. 


@ Howto Play 

The STORY Mode is a split screen game in which the first player 
{either you or your computer-controlled opponent) to win two out of 
three matches is the victor. As you score points, you'll be able to 
sabotage your opponent by sending stone blocks to his playfield, 
speeding up his columns, and preventing him from spinning his 
columns or changing the gem order. You can also lower your own 
base level and win magic gems. 


The ENDLESS Made is a solo contest in which the gems and the clack 
are your only opponents. Your objective is to stay alive as long as 
possible and score as many points as you can. The faster you work, 
the better your completion time — the game ends only when the gems 
pile up all the way to the top of the playfield. 


In the FLASH Mode, you must make your way through piles of gems in 
order to eliminate all flashing gems. Once again, the game ends when 
the gems reach the top of the playfield, but this mode of play gives 
you unlimited continues. Depending on which game mode you are 
playing, be on the lookout for special columns such as Glitter 
Columns, which cause all gems of a certain color to disappear, and 


SHINING FORCE II: 
THE SWORD OF HAJYA: 


@ Object 

Three months have passed since Prince Nick and his group began 
their expedition. Their land, known as Cypress, was taken over by 
Warderer, the leader of the lom army. That fierce battle, in which Nick 
lost the use of his right hand, was only the beginning. The Jom army is 
ruthless and very ambitious. Knowing this, Prince Nick must set off 
with his team to defeat the Evil lom and regain the land of Cypress. 


@ Game Controls 
Start button: (First button from the left) 
Start, pause, and un-pause the game. The Start Button 
removes the Status Bar. 
Button 1: (Third button from the left) Select a command. 
Button 2: {Fourth button from the left) Cancel a command. 
Directional Pad Controls: The directional control pad moves the 
selected character, and moves the selection 
cursor on menu screens. 


@ Displays 

In Combat Mode: 

LE. - Land Effect- Character’s mobility depending on the terrain 
encountered. 

HP - Hit Points - The number on the left represents current life 
force and the number on the right shows your 
maximum life force. 

NOTE: If your character attacks a Monster with HP of “7222”, that 

means the HP are above 100. 


Stone Block Columns, which are vulnerable only to magic. Among other 
things, Magic Columns can reverse the entire screen, causing all gems to 
fall into new patterns. 


@ Game Controls 
Start button: (First button from the left) 
Start, pause, and un-pause the game. 
Button 1: (Third button from the left) 
Rotate a column. 
Button 2: (Fourth button from the left) 
Change the order of gems in a falling column. 
Directional Pad Controls: 
Press left or right on the directional control pad to move 
the column over your desired landing spot. Press down 
on the directional pad to drop the column quickly to the 
bottom. 


®© Program Options 

Tap the Options button to access the sound option: Tap the Sound On 
checkbox to clear the check and play without music and sound effects. 
Select OK to set this option, or Cancel to return to the game with the 
option unchanged. 


@ Exiting and Saving the Program 

Tap the Quit button. The “Do you want to save this game?” overlay will 
appear with the following options: 

YES- The game will save your progress and then exit. 

NO - The game will exit without saving the game. 

CANCEL - The overlay will disappear and the game will resume. 

Note: If the game is a demo version, the game will not offer the option 
to save your progress. 3 


MP - Magic Points - If your character's MP run low, then the 
character cannot cast any Magic Spells. 


© In Status Mode 

Class- Race of the character. 

EXP- Experience each character receives when in Combat. When 
your EXP reaches 100, the character's Level increases by 1. 

ATT-  Character's Attack Strength. 

DEF-  Character's Defense Strength. 

AGI-  Character's Agility and determines the order of movement 
among your characters. 

MOV- Character's range of movement. 


NOTE: In Combat, if it is your character's turn, you are able to check 
the status of your enemy by pressing Button 2 and selecting the 
specified enemy(s). 


@ Command Menu 
After moving a character, the following commands will appear: 


BTL - Attacks an enemy within range of the character's weapon. 
MGC- If character is able to cast magic, casts a magic spell. 

STY - End a character's turn without doing anything. 

CHK - Opens treasure chest, and secrets 

ITM - Item Command Menu appears 


@ Item Command Menu 

USE - Use any item that the character has acquired. 

EQP - Equip any weapon/ring that the character has acquired. 
NOTE: Some weapons can only be used by specific characters. 


GIV - Character can give any item to any character next to them. 
DRP - Drops any selected item. Dropped items cannot be 
recovered. 


@ Resuming a Saved Game 
With a game saved in memory, if the user starts the game, the 
“Resume saved game?” overlay will appear with the following 


options: 
YES - Resumes saved game. 
NO - Begins a new game. 


DELETE - Deletes saved game. 
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© Game Menu 

When your character is highlighted, press Button 2 and move the 
cursor to any position that is not occupied by a character. Now press 
Button 1 and the Game Menu will appear. 


STT - Status of any character in combat. 

MES- Turn ON/OFF message bars during combat. 
SPD - Set the speed of scrolling text messages. 
QOIT - Quits the game. 


© Between Combat 

CAMP - Takes your character to the Shining Force Camp. 
SHOP - Takes your character to the Town Shop. 

EXIT - Leave the camp and enter the next battle. 


© InCAMP 

HELP - Make sure all your characters are ready for battle. 

RAS - Resurrects all characters that have been defeated in 
combat. 20 Gold X Level = Tota! Cost. i 

CUR - Cures poison and curses. 

PRM- Character can be promoted to the next Class once the 
character has reached Level 10. 

CNG- Change active members. Select character to remove, then 


select character you want to join the group. 


@ in SHOP 

BUY - Purchase an Item(s). 

SEL - Sell back an item(s) at 75% the purchasing value. 
DLS - Can purchase back weapons/items sold previously. 
FIX - Fix broken weapon(s). 


®© Program Options 

Tap the Options button to access the sound option: Tap the Sound On 
checkbox to clear the check and play without music and sound 
effects. Select OK to set this option, or Cancel to return to the game 
with the option unchanged. 


© Exiting and Saving the Program 

Tap the Quit button. The “Do you want to save this game?” overlay will 
appear with the following options: 

YES - The game will save your progress and then exit. 

NO - The game will exit without saving the game. 

CANCEL - The overlay will disappear and the game will resume. 


Note: If the game is a demo version, the game will not offer the option 
to save your progress. 


@ Resuming a Saved Game 

With a game saved in memory, if the user starts the game, the 
“Resume saved game?” overlay will appear with the following 
options: 

YES - Resumes saved game. 

NO - Begins a new game. 

DELETE- Deletes saved game. 
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SONIC THE HEDGEHO 


© Object 
Sonic must find and defeat Dr. Robotnik so that he can free his animal 
friends. 


© How to Play 

Players must guide Sonic through stages filled with hazards like 
moving or collapsing platforms, spikes, water, or giant springs. Sonic 
can run, jump, or roll his way through stages. While jumping, Sonic 
curls up into a ball and can attack the various robotic creatures; 
alternatively blasting along the ground with a curled up and rolling 
Sonic can also dispatch enemies. If enemies touch Sonic while he isn't 
curled up, they can damage him. 


To help Sonic defeat the evil Dr. Robotnik, find and collect a variety of 
items. Gold rings allow Sonic to survive an enemy touch — but at the 
cost of losing all his rings. Without any rings, Sonic dies when 
enemies attack him. Gold rings can also earn extra lives (100 rings) or 
allow Sonic to advance to bonus stages (having at least 50 rings at the 
end of the level). Collect other items such as shields that absorb one 
hit, temporary invincibility power-ups, red sneakers for extra speed, or 
even bonus Sonics! 


@ Game Controls 
dtart button: (First button from the teft) 
Start, pause, and un-pause the game. 
Button 1: {Third button from the left) Make Sonic jump. 
Button 2: (Fourth button from the left) Make Sonic jump. 
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Directional Pad Controls: 
Press left, right, up, or down on the Directional Pad to 
select menu items, or contro! Sonic during gameplay. 


© Program Options 

Tap the Options button to access the sound option: Tap the Sound On 
checkbox to clear the check and play without music and sound 
effects. Select OK to set this option, or Cancel to return to the game 
with the option unchanged. 


© Exiting and Saving the Program 

Tap the Quit button. The “Do you want to save this game?” averlay 
will appear with the following options: 

YES - The game will save your progress and then exit. 

NO - The game will exit without saving the game. 

CANCEL - The overlay will disappear and the game will resume. 
Note: If the game is a demo version, the game will not offer the 
option to save your progress. 


® Resuming a Saved Game 
With a game saved in memory, if the user starts the game, the 
“Resume saved game?” overlay will appear with the follawing 


options: 
YES - Resumes saved game. 
NO - Begins a new game. 


DELETE - Deletes saved game. 


P/N 406-5685A 
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PaimPake 
Sega”? 
Classics 
User Guide 


With SEGA Classics, yau'll 
enjoy a blast from the past 


with games that are just as 
fun the second time 
around! For a full catalog 
of SEGA Classics games 
for Palm devices and 
customer support 
resources, see: 
http://www.palm.com/sega. 


PalmPake SEGA’ Classics 


END USER LICENSE AGREEMENT 


PLEASE READ THE TERMS AND CONDITIONS OF THIS LICENSE AGREEMENT CAREFULLY 
BEFORE DOWNLOADING, INSTALLING OR USING THE SOFTWARE. 


IF YOU DO NOT AGREE TO ALL THE TERMS AND CONDITIONS OF THIS LICENSE AGREEMENT, DO NOT 
INSTALL THIS SOFTWARE OR USE THE MEMORY CARD ON WHICH THE SOFTWARE IS RESIDENT. BY 
INSTALLING THE SOFTWARE OR USING THE MEMORY CARD ON WHICH THE SOFTWARE IS RESIDENT, 
YOU EXPRESSLY AGREE TO BE BOUND BY THESE TEAMS. IF THESE TERMS ARE CONSIDERED AN 
OFFER, ACCEPTANCE 1S EXPRESSLY LIMITED TO THESE TERMS. 


In consideration of the rights and obligations herein, you hereby agree as follows: 


1. License. Subjact to tha terms of this Agreamant, Sega.com, Inc. (“Sega.com”) heraby grants you a 
limited, nonexclusive, nonsublicenseable, nontransferable limited license (“License”) to download and 
usa one copy of the “SEGA Classics” software, and any accompanying documentation (“Software*} in 
objact code form solely for your parsonal non-commercial entertainment use. 


2. Restrictions. Except as expressly authorized above, you may not sell, rent, tease, or otherwise exploit 
the Software commercially, including but not limited to usa at a cyber café, computer gaming center 

or any other location-based site; copy, distribute, loan, produce, transfer, modify or create derivative 
works of the Software; use or parmit the usa of the Software on more than one handheld device, PDA or 
computer at the same time, or in a network, multi-user arrangemant or remote access arrangament, 
including any on-line use; reverse compile, reverse assemble, or deriva source code from the Software, 
in whole or part; or ramova, disable or circumvent any proprietary notices or labels contained on or 
within the Software. 


3. Ownership. Except as expressly licensed under this Agreement, Sega.com and its licensors hereby 
retain all right title and interest in and to the Software, including but not limited to any patent rights, 
copyrights, trademark rights and other intellectual property rights in any titlas, computer code, themes, 
objects, characters, character names, stories, dialog, catch phrases, locations, concepts, artwork, 
animation, sounds, musical compositions, audio-visual effects, methods or operation, “applats,” and user 
interface features incorporated in the Software. This Agraamant doas not constituta a sale of tha 
Software or any portion thereof. 


4. Disclaimer of Warranty. THE SOFTWARE IS PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND 
AND ALL WARRANTIES ARE HEREBY DISCLAIMED, WHETHER EXPRESS OR IMPLIED, INCLUDING, BUT 
NOT LIMITED TO, IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE 
OR NON-INFRINGEMENT. YOU AGREE THAT SEGA.COM HAS NO OBLIGATION TO CORRECT ANY BUGS, 
DEFECTS OR ERRORS, OR OTHERWISE SUPPORT THE SOFTWARE, OR TO PROVIDE ANY UPGRADES 

OR NEW VERSIONS OF THE SOFTWARE TO YOU. 


5. Limitation of Liability. INNO EVENT SHALL SEGA.COM (OR ITS LICENSORS) BE LIABLE FOR ANY LOST 
REVENUE, PROFIT OR DATA, OR FOR SPECIAL, INDIRECT, CONSEQUENTIAL, INCIDENTAL OR PUNITIVE 
DAMAGES, HOWEVER CAUSED, AND REGARDLESS OF THE THEORY OF LIABILITY, ARISING OUT 

OF OR RELATED TO THE USE OF OR INABILITY TO USE SOFTWARE, EVEN IF SEGA.COM HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT WILL SEGA.COM’S AGGREGATE 
LIABILITY TO YOU RELATING TO THIS AGREEMENT, WHETHER IN CONTRACT, TORT (INCLUDING 
NEGLIGENCE), OR OTHERWISE, EXCEED THE AMOUNTS PAID BY YOU FOR THE SOFTWARE. 


6. Termination. This Agreamant is effactive until terminated. You may terminate this Agreement at any 
time by destroying the Software. Sega.com may terminate this Agreement immediately, without notice, if 
you fail to comply with any term or condition hereof. Upon termination of this Agreement, the license 
grantin Saction 1 will terminate, and you must immediately discontinue all use of tha Software and 
destroy all copies of the Software. Sections 2-5, and 7-10 survive termination of this Agreement. 


7. Government Rights. The Software is provided with RESTRICTED RIGHTS. Use, duplication, or disclosure 
by the U.S. Government is subject to the restrictions as set forth in this Agraament and in subparagraph 
{c}{1) of the Commercial Computer Software-Restrictad Rights clause at FAR §2.227-19; subparagraph 
(c}(1}{ii) of the Rights in Technica! Data and Computer Software clause at DFAR §252.227-7013 and FAR 
§2.227-19(c) as applicable. The contractor/manufacturer is Saga.com, inc., 650 Townsend Street, Suite 
550, San Francisco, CA 94103. 


8. Export Restrictions. You agree to strictly comply with all U.S. and foreign government export and import 
laws and regulations that apply to this Aqraamant 


9. Equitable Reliaf. You agree that a material breach of this Agreement adversely affecting Sega.com’s {or 
its licensors’) proprietary rights in the Software would cause irreparable injury to Saga.com and its 
licansors for which monetary damages would not ba an adequate remedy and that Sega.com shall be 
entitled to equitable relief in addition to any remedies it may have hereunder or at law. 


10. Miscellaneous. You may not assign, sublicense or transfer this Agreament, or any rights hereunder. 
Any attempt by you to assign this Agreement shall be void and of no effect This Agreement shall be 
governed by and construed in accordance with the laws of the State of California without ragard to the 
conflicts of laws provisions thereof and without regard to the United Nations Convention on Contracts for 
the International Sala of Goods. You consent to tha exclusive jurisdiction of the state and federal courts 
located in San Francisco, Calfomia. If any portion hereof is found to ba void or unenforceable, the 
remaining provisions of this Agreement shall remain in full force and affact This Agreament constitutes 
the entire agreement between the parties with respect to the Software, and supercedes all prior or 
contemporaneous oral or written communications, and prevails over any conflicting or additional terns of 
any other writing. No modification of this Agraament will ba binding, unless in writing and signed by an 
authorized representative of each party. 


11. For Inquires Contact Sega.com, Ine., 650 Townsend St #550, San Francisco, California 94103, Attn. 
Business and Legal Affairs, Tal: (415) 701-4200. 


P/N: 405-5639A 


